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help devs tackle monetization from day one 

My motivation 
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SOj I’ve played the build. How 
will this thivxy make money? 



implement them. 





Let’s make a 
F2-P game! all 
tke cool kids 
are doing it. 



P f 1 1 0 [ ! L-A ,c- f 3 .C- Cf . r-O.f 1 1 


SOj I’ve plaged the build. How 
will this thing make money? 


Hooray, we’ve 
hit Alpha! So 
fun, I can’t 
wait till we 
release! 



Sorry, we haven’t 
read it and we’re 
launching... 

tomorrow. 



Here are my suggestions. 
You’ll need some time to 
implement them. 
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should i f2p? 

4 pleasures model for understanding players 
prototype your business model 





not every game is a match for the f2p business model 

Should I F2P? 
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Featured on iOS 




We hit 100k in only 4 days !?!? What the crab- biscuits?! 



100,000 downloads in 4 days 





300,000 downloads in 2 months 



When free-to-play isn't the best option 


By Brendan Sinclair 
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WED 16 JUL 2014 2:58PM GMT / 10:58AM EDT / 7:58AM PDT 
♦ FREE-TO-PLAY ♦DEVELOPMENT 

Kitfox and Double Stallion find more success with 
premium follow-ups to free-to-play failures 

To hear the likes of Electronic Arts and Gameioft tell it, 
premium apps are all but a relic of the past, the 
obsoiete progenitor to mobile’s free-to-play future. But 
some smaller developers have found that future isn't all 
it’s made out to be, and have been finding more 
success back on the premium side of the fence. 
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Tanya X Short, Creative Director 
Kitfox Games 


"... the studio made as 
much on Steam in one day 
as it had on mobile in two 
months." 
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In its first week, Shattered 
Planet sold 2,500 copies 
on Steam. 
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The Basics 

We will start the process with some basic info on your game 


^^ontartFamous^ 


Title: 

Tagline: 

Genre: 


< Back 


Runner Lands 

what is the name of your game? 

Run & Gun & Loot & Level I 

If you had to sum up your game in a tweet, what would you say? 


^Casua|^Piczl^ ^Social^Casin^ jr / 

^TowerDefen^ |cityBattle^^l [sports^^^J 

[shooting ] [Racing ] [pighting ] [other ] 
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a work in pr ogress tool available at FamousAspect.com 
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Market data 


Tool tips to help inform decisions 
Spotting red flags 


• Some form of sanity checking 


a mental framework to understand why players pay 

4 pleasures model 
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Designing 

Pleasurable Products 

Patrick W. Jordan 
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Physio-pleasure 

Socio-pleasure 

Psycho-pleasure 

Ideo-pleasure 










''This has to do with the body and with pleasures derived from the sensory organs'' 







"This is the enjoyment derived from relationships with others." 
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"This is the enjoyment derived from relationships with others 
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lease, please, please let 
finish this level on 
andy Crush today! 
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''This is the enj oyment derived from relationshi ps with others/' 
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Psycho pleasure pertains to people's cognitive and emotional reactions 
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» Connect developers to the intended audience 

* Who are you building the game for? 

• What is the emotional payoff for playing your game? 

# How does paying enhance the emotional payoff? 




a tool for designing for F2P early in the dev process 

prototype your 
business model 
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massive exit for the OpenFeint team 









GamesBeat 


OpenFeint social network founder's new 
game brings League of Legends formula 
to tablets 



major coverage of the product unveiling 
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GamesBeat 


Hammer & Chisel raises $8.2M for 
battle arena tablet game 


Above; Fates Forever 
Image Credit: Hammer & Chisel 


huge raise for a focused vision 







'Fates Forever' Review - An iPad MOBA 
Built to Last 

★★★★★ 


AUTHOR POSTED ON 

Carter Dotson 2014-07-15 13:00:09 


WATCH APP ^ 


5 stars. Free, Games, iPad Games. MOBA, Prices, Ratings, Reviews 


n Share □ Share 


SPONSORS 

LATEST PODCAST > 


Fates forever [Free (HD)] is a MOBA This isn't so much a 
description of the game's genre, as it is acknowledging what the 
game s intent is. It's a MOBA for iPad - and it's meant to make 
as few concessions as possible toward providing a full-fledged 
MOBA experience. What this means is that the game isn't really 
meant for pick-up-and-play sessions, but it stands out because 
of it: it's a limited-compromise game that can be played for 
hours on end on an iPad. 




The TouchArcade Show - 1 79 - 
$9.99 a Month 


LATEST REVIEWS > 

Warhammer 40,000: 
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Rank History 

United States - Jul 3, 2014 Jul 9, 2014 


@Date Ran^e 
United States ^ Jul 3, 2014 ~ Jul 9, 2014 


Downbod Ranks 


Grossing Ranks 


Hour Day 


O Qk 



□ All 

3 United States 


^ Overall □ Games □ Action (Games) 

■ USOvsfall ■ US>Games ■ US-Action (Gamas) 


□ Strategy (Games) 
■ US-Siraiagy ((^mas) 


Peaks at #5 download in the US during launch week 





Rank History 

junitad States - Jul 3, 2014 ~ Aug 2, 2014 


O 0 . 


J All 

S United States 


Download Ranks 


Qroaslng Ranks 


Hour ^ Day 



^ Overall T Games i Action (Games) □ Strategy (Games) 

■ US-Ofsrall ■ US-GamM ■ LTS-Actioo (Gamas) ■ US-Stratagy (Gamas) 


Does not break into the top 150 grossing in first month 
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® F2P is a long-term relationship 



« Make purchasing present 


a tool for designing for F2P early in the dev process 

prototype your 
business model 
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boxed development model 





boxed development model 



boxed development model 
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f2p development model 





f2p development model 




f2p development model 
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game brief H 

monetization strategy ' 
core loops / engagement 
ui prototype 
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• name • 

• vision statement • 

• statement breakdown 

m 

• key features 

• target player • 




RunnerLands 

Borderlands x Spider 
Man Unlimited 

shoot & loot action rpg 
+ infinite runner 

shooter, loot engine, 
crafting, fusion, squads, 
premium chests, pvp 
events, gvg events 

18-34 male, mid-core 


• emotions 

• product catalog 

• player life cycle 

• content strategy 




Power & Dominance 

• Loot chests, event 
energy, coins 

- early: basic, dailies 

- mid: squad, pvp 

- elder: gvg 


► New dailies, new pvp/gvg 
event art, monthly levels, 
bi-monthly features 
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run and gun loop 




squad run loop 






GvG event loop 
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early gamer - core qameplay engagement 






mid game - squad runs 
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mid game - pvp events 



elder game - qvq events 








core loop - mission loadout 
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core loop 
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make it interactive 

add economic inputs and outputs 

add time modeling 

test the business model in motion! 


continue the conversation 

• Email: ethan@FamousAspect.com 

• Twitter: @FamousAspect 

• Articles, tools and templates: FamousAspect.com 
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